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(57) ABSTRACT 

The present invention provides a service node and method 
for enabling a face-to-face meeting betWeen users of a 
face-to-face service of a telecommunications network 
Wherein the face-to-face service has a plurality of users 
subscribed thereto. User pro?les pertaining to pertaining to 
a plurality of registered users are marked and processed to 
identify at least tWo compatible user pro?les. Therefore, the 
invention enables a physical face-to-face communication 
betWeen at least tWo users having compatible user pro?les. 
This is achieved by providing information found in the 
compatible user pro?les to at least one of the at least tWo 
users having the compatible user pro?les. 
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TELECOMMUNICATIONS SERVICE AND 
METHOD ENABLING USERS TO PHYSICALLY 

MEET 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 

[0002] The present invention relates to providing a tele 
communications service to users enabling them to physically 
meet each other. 

[0003] 2. Description of the Related Art 

[0004] In the last decade, With the tremendous success of 
the Internet, a concept of virtual community has developed, 
Which permits individuals to communicate With each other 
and share interests in a virtual World. HoWever, the concept 
of virtual community does not ansWer the basic human need 
for real person-to-person contact. 

[0005] Indeed, the virtual communities are built around 
exchanging information on a common interest such as, for 
example, games, sport, children or shopping. In most virtual 
communities, each member chooses a nickname that is used 
to communicate With other members. The nickname is 
usually a unique identi?er of each member. 

[0006] Virtual communities can be based on neWs groups 
Where messages are posted and organised around threads of 
messages related to the same subject. A?rst member of the 
community posts a ?rst message and other members are free 
to post their oWn messages related to the ?rst message. The 
?rst message can be seen as a root of a tree of messages. In 

most neWs groups, the replies are organised around the ?rst 
message or the root and each reply in the tree can have its 
oWn branch of replies. In some other neWs groups, only the 
root of the tree can receive replies. There usually exist at 
least one moderator per neWs group Whose role is to control, 
if needed, the content of the posted messages. The mecha 
nism behind neWs group can either be a Hypertext Transfer 
Protocol (HTTP) application or a NetWork NeWs Transport 
Protocol (NNTP) server. The NNTP server behaviour is 
described in the Internet Engineering Task Force (IETF) 
Request for Comment (RFC) number 977 (RFC 977) and 
With extensions in RFC 2980. The HTTP application takes 
advantage of the HTTP speci?cation (found in RFC 1945, 
RFC 2616 and RFC 2817), especially the POST and GET 
methods of the protocol. 

[0007] Another type of virtual community is based on live 
discussion betWeen available members in a virtual environ 
ment organiZed in multiple virtual chat rooms. This type of 
virtual community can either use an Internet Relay Chat 
(IRC) server or an HTTP application. IRC is speci?ed by . 
. . The HTTP application, again, uses the HTTP speci?cation 
to provide the virtual environment. In both cases, the mem 
ber ?rst logs into the virtual environment and chooses one 
chat room. Each chat room has its oWn identi?er in the form 
of a subject or descriptive title. While the members are free 
to travel betWeen chat rooms, the same members usually 
visit the same chat rooms. Some chats room may also be 
protected by a passWord knoWn only to a limited group of 
members. Like for the neWs groups, there are moderators in 
the virtual environment and usually in each chat room to 
control, if needed, the discussed content. 

[0008] Yet another type of virtual community is based on 
availability of members at any given moment. This type of 
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community is sometime referred to as instant messaging 
community. Each member of such community usually reg 
isters their identity once With the main server and establishes 
a list of other members that should be tracked. The identity 
of each member is usually registered through a nickname 
chosen by each member. Depending on the virtual commu 
nity, the nickname may or not be unique in the virtual 
community. If the nickname is not unique in the virtual 
community, a unique registration number is usually given to 
each member by the main server. Once connected to the 
Internet, each member can update their current status from 
a list ranging from available to unavailable (e.g. available, 
invisible, aWay, unavailable). At the same time, each mem 
ber sees availability of each member from their list of other 
members. In this type of community, the main feature is to 
send personal messages to any member in the list of mem 
bers. Each personal message is delivered When the corre 
sponding member connects to the Internet. Obviously, per 
sonal messages are usually exchanged betWeen available 
members. It is also possible for each member to open a chat 
room and to invite other members to join a live discussion. 
In some of those virtual communities, a list of interests can 
be linked to each member that Wishes to ?nd other members. 
This enables some virtual matches to be made by the main 
server. In such cases, a message is sent to both parties stating 
that the main server identi?ed another member sharing a 
common set of interests. Each party can then choose to add 
the other party to their list of members. In this last type of 
virtual community, there is usually no moderator since each 
member has the capacity to block or ignore other members. 
Finally, it should be noted that this type of virtual commu 
nity does not provide any mechanism to migrate from the 
virtual community to any kind of face-to-face meeting. An 
example of this type of virtual community is based on the 
ICQ softWare. 

[0009] As it can be appreciated, no prior art solution 
provides any facilitating mechanism enabling people to meet 
each other. The present invention ansWers that need. 

SUMMARY OF THE INVENTION 

[0010] The present invention is directed to a method for 
enabling a face-to-face meeting betWeen users of a face-to 
face service of a telecommunications netWork Wherein the 
face-to-face service has a plurality of users subscribed 
thereto. The method comprise a step of registering a plural 
ity of users of the face-to-face service Wherein each of the 
plurality of users has an associated user pro?le. The method 
further includes steps of marking the associated user pro?les 
pertaining to the plurality of registered users and processing 
the marked user pro?les to identify at least tWo compatible 
user pro?les. Therefore, the method enables a physical 
face-to-face communication betWeen at least tWo users 
having compatible user pro?les. This is achieved by pro 
viding information found in the compatible user pro?les to 
at least one of the at least tWo users having the compatible 
user pro?les. 

[0011] The present invention is further directed to a ser 
vice node for providing a face-to-face service in a telecom 
munications netWork. The service node comprises a pro?le 
repository capable of maintaining user pro?les having infor 
mation about users of the face-to-face service and marking 
a plurality of user pro?les pertaining to registered users of 
the face-to-face service. The service node further comprises 
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a processing module capable of processing the marked user 
pro?les to identify at least tWo compatible user pro?les. A 
communication module is further included in the service 
node, Which capable of communicating With other nodes of 
the telecommunications netWork and communicating With 
the users of the face-to-face service by providing informa 
tion found in compatible user pro?les to at least one regis 
tered user of the face-to-face service so as to enable a 
physical face-to-face communication betWeen compatible 
users. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] A more complete understanding of the present 
invention may be had by reference to the folloWing Detailed 
Description When taken in conjunction With the accompa 
nying draWings Wherein: 

[0013] FIG. 1 is a nodal operation and signal ?oW diagram 
of an exemplary use of the face-to-face service implemen 
tation in a telecommunications netWork; 

[0014] FIG. 2 is an exemplary schematic representation of 
a nodal architecture of the face-to-face service implemen 
tation in a telecommunications netWork; and 

[0015] FIG. 3 is an exemplary schematic representation of 
a node architecture of the face-to-face service implementa 
tion in a telecommunications netWork in the context of a 
manhunt-type game. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0016] The present invention intends to bring value back 
into the notion of face-to-face interactions betWeen people. 
Among other aspects, the present invention is a location 
based service using mobility in order to permit people 
sharing interests to meet each other. As such, it can be an 
interesting complement to the virtual communities described 
earlier. It can make use of HTTP, user geographical location, 
usage of electronic maps, multimedia sessions, chat, instant 
messaging, presence and conferencing. More particularly, 
the present invention can be used in an IP Multimedia 
netWork (IPMM), such as the one standardiZed by 3GPP and 
called IP Multimedia Subsystem Core NetWork (IMS). Ses 
sion Initiation Protocol (SIP)-based messaging can be used 
to support the present invention, Within the Internet or Within 
the IPMM netWork of a telecommunications operator. 

[0017] Reference is noW made to FIG. 1, Which shoWs a 
nodal operation and signal ?oW diagram of an exemplary 
use of the face-to-face service implementation in the tele 
communications netWork 100. A ?rst user A 110 and a 
second user B 112 are presented using the face-to-face 
service. For clarity purposes, only tWo usersA110 and B 112 
are presented on FIG. 1, but the face-to-face service is built 
to handle a plurality of users simultaneously. FIG. 1 also 
shoWs a service node 130 and a pro?le repository 134 for 
providing the face-to-face service. 

[0018] In order to use the face-to-face service, the user A 
110 has to subscribe to the face-to-face service. For that 
purpose, a subscription message 210A is sent from the user 
A 110 to the service node 130. The subscription message 
210A can be the result of an invitation to subscribe sent by 
the telecommunications networks 100 operator or from a 
direct action of the user A 110. The invitation form the 
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operator can be, for example, a Short Message Service 
(SMS) message or Multimedia Message Service (MMS) 
message. Examples of direct actions include visiting a Web 
site and sending the subscription message 210A by clicking 
on a hypertext link provided therein. 

[0019] FolloWing reception of the subscription message 
210A, the service node 130 sends a subscription message 
212A to the pro?le repository 134 to create a user pro?le 
(step 214A) associated to the user A 110. The step 214A may 
be performed by the pro?le repository 134 by creating the 
user pro?le associated to the user A 110 from a default 
pro?le containing some pre-?lled information ?elds. The 
pro?le repository then communicates (216A and 218A) With 
the service node 130 or the user A 110 or both the service 
node 130 and the user A 110 to personaliZe the user pro?le 
associated With the user A 110. In cases Where the pro?le 
repository 134 communicates 216A With the service node 
130, the service node 130 may further communicate (not 
shoWn) With other nodes (not shoWn) of the telecommuni 
cations netWork 100 to gather information about the user A 
110. For example, the service node 130 may communicate 
With a Home Location Register (HLR) or a Home Sub 
scriber Service (HSS) associated to the user A 110 to get 
information about active services and send back the infor 
mation to the pro?le repository 134. In cases Where the 
pro?le repository 134 communicates 218A With the user A 
110, the communication 218A usually takes the aspect of at 
least one interactive Web page sent to the user A 110. The 
Web page can be built using Hypertext Markup Language 
(HTML), eXtensible Markup Language (XML), any type of 
scripting language (e.g. J avaScript, VBScript). The commu 
nication 218A can also use any other proprietary interfacing 
betWeen the pro?le repository 134 and the user A 110. 

[0020] FIG. 1 also shoWs subscription of the user B 112 
to the face-to-face service through steps 210B, 212B, 214B, 
216B and 218B, Which correspond to the steps 210A, 212A, 
214A, 216A and 218A performed for subscription of the user 
A 110. The only difference betWeen the tWo groups of steps 
is the adaptation of the content of the various messages to 
the user B 112. 

[0021] Once subscribed, the users A 110 and B 112 can 
register to the face-to-face service to access its functional 
ities. Registration can occur folloWing an explicit request 
from a subscribed user, folloWing an invitation sent by the 
telecommunications networks 100 operator to a subscribed 
user or automatically folloWing an event detected by the 
service node 130 or another node in the telecommunications 
netWork 100. Examples of the detected event can be detec 
tion that the subscribed user is entering a geographical Zone 
(e.g. register in doWntoWn Montreal), time of the day (e.g. 
register betWeen 7 PM and 3 AM), etc. Both the explicit 
request and the invitation can be exchanged through the use 
of interactive Web pages as described earlier. Proprietary 
interfaces can also be built for the same purposes. In all 
situations, the registration starts When a message is sent from 
the subscribed user to the service node 130. 

[0022] FIG. 1 shoWs registration of the user B 112 With a 
registration message 220B from the user B 112 to the service 
node 130. If the user B 112 has more than one user pro?le 
associated thereWith, the registration message 220B may 
further include information permitting the service node 130 
to choose Which user pro?le to register. For example, the 
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information can be explicit naming of a user pro?le, it can 
be based on other information provided in the message such 
as UE information or based on location information 
deducted by the service node 130. Upon reception of the 
registration message 220B, the service node 130 marks the 
user B 112 as registered (step 222B). The step 222B can be 
performed in various Ways. HoWever, most implementations 
use a list of all registered users of the face-to-face service 
maintained in the service node 130 (inside or outside the 
pro?le repository 134 Another Way of marking the regis 
tered users is to add a property to each user pro?le in order 
to maintain the registration status therein. Yet another Way of 
marking the registered users is to copy user pro?les of 
registered users in a different memory area of the pro?le 
repository 134 or of the service node 130 thus differentiating 
betWeen registered and unregistered users. FolloWing the 
step 222B, a registration con?rmation message 224B may be 
sent to the user B 112 to con?rm termination of the regis 
tration process. The registration con?rmation message 224B 
may further include an interactive Web page permitting the 
user B 112 to access an interactive Web page built for the 
user B 112 or for all the registered users. The interactive Web 
page could contain various links to enable user pro?le 
updates, deregistration, etc. FIG. 1 also shoWs registration 
of the user A 110 through steps 220A to 224A, Which 
correspond, but for the userA 110, to the steps 220B to 224B 
already described. The tWo groups of steps differ from each 
other mostly because the content of the various messages is 
adapted to the userA 110. Another exemplary Way to register 
the users A 110 and B 112 is via presence. The users A 110 
and B 112 can modify their presence information and 
register to the face-to-face service thereby. In such a case, 
the service node 130 receives the registration message 220B 
or 220A in the form of a SIP NOTIFY message. The service 
node 130 may have to send a SIP SUBSCRIBE message to 
a presence server 142 in order to receive the SIP NOTIFY 
message. An added value of this exemplary approach is that 
the presence information may also include the current geo 
graphic location of the users A 110 and B 112. 

[0023] Whenever there are at least tWo registered users to 
the face-to-face service, step 230 of processing the user 
pro?les of the registered users can be performed. The step 
230 is performed each time registration of a user is com 

pleted (such as in the steps 222A and 222B) or in a periodic 
manner (eg each 30 seconds). The step 230 of processing 
the user pro?les of the registered users uses information 235 
exchanged With the pro?le repository 134. All details of the 
step 230 Will be described furthermore later on in the 
discussion taking into account FIG. 2. FolloWing the reg 
istration con?rmation messages 224A and 224B, the users A 
110 and B 112 may send a request to the service node 130 
in order to get in touch With a speci?c registered user. In 
such a case, the request Would be taken into account by the 
service node 130 When performing the step 230. 

[0024] As a result of the step 230, at least one communi 
cation message is sent to a registered user. The communi 

cation message contains information about one other regis 
tered user Who has a user pro?le that has been identi?ed by 
the step 230 as compatible With the registered user’s user 
pro?le. The communication message usually contains infor 
mation found in the user pro?le of the other registered user. 
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It may also contain links to other aspects of the face-to-face 
service. In the example of FIG. 1, tWo communication 
messages 240A and 240B are sent from the service node 130 
respectively to the user A 110 and the user B 112. FolloWing 
reception of the communication messages 240A and 240B, 
the user A 110 and the user B 112 may get in electronic 
communication With each other 250. The electronic com 
munication 250 may take multiple forms including regular 
voice calls, chatting and video conferencing. Ultimately, 
even though no electronic communication 250 occurs, a 

physical face-to-face communication 199 may be enabled 
betWeen the user A 110 and the user B 112 by providing 
information in the form of the communication 240A an 
240B to at least one of the users A 110 and B 112. It should 

be noted that more that one communication messages 240A 

and 240B can be sent respectively to the users A 110 and B 

112. Moreover, the communication messages 240A and 
240B can be sent before or after the establishment of the 

physical face-to-face communication 199. HoWever, for 
clarity purposes, only one communication 240A and one 
communication 240B are presented prior to the establish 
ment of the physical face-to-face communication 199 for 
each user A 110 and B 112. 

[0025] To better illustrate the functioning of the present 
invention, examples of What can be provided in the com 
munication 240A are given hereinafter. In order for the 
registered users to ?nd each other, a map may be provided 
shoWing their respective location. It can be provided as an 
image or an interactive Web page With links to instructions 
on hoW to reach the other user as daft as possible. The Web 

page can be built using Hypertext Markup Language 
(HTML), eXtensible Markup Language (XML), any type of 
scripting language (e.g. JavaScript, VBScript). Also, the 
communication 240A can be provided to the user in various 

forms including the Well-knoWn SMS message or MMS 
message. A SIP-based message could also be used for the 
communication message 240A and 240B. As it can be 
appreciated, the communication 240A and 240B can provide 
information found in the user pro?les or not found in the 
user pro?les. 

[0026] Again, to better illustrate the functioning of the 
present invention, an example of the electronic communi 
cation 250 in the form of a voice call is described hereinafter 
using a Call State Control Function (CSCF) architecture. A 
simpli?ed vieW of the CSCF architecture is shoWn on FIG. 
1 (nodes 150 and 152). The CSCF architecture includes a 
Serving-CSCF (S-CSCF) node 150 serving the user A 110 
and a S-CSCF node 152 serving the user B 112. Both users 
A 110 and B 112 can be served by the same S-CSCF 150 or 
152 Without affecting the teachings of the present invention. 
Other CSCF nodes such as a Proxy-CSCF and an Interro 
gating-CSCF are not shoWn on FIG. 1 and are omitted for 
clarity purposes in the exemplary establishment of the voice 
call. For establishing the voice call betWeen the user A 110 
and the user B 112, the service node 130 contact both the 
S-CSCF 150 and 152 With SIP messages instructing them to 
establish a call therebetWeen. F more than tWo users are to 

take part to the voice call, a Multimedia Resource Function 
(MRF) node 154 may be use to coordinate the conferencing 
aspect of the voice call. 
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[0027] For the exemplary voice call to be established 
properly, the service node 130 typically acts as a SIP 

Back-to-back User Agent (B2BUA). In this case, the service 
node 130 issues SIP invitations to both users A 110 and B 
112. It could also use another conferencing oriented inter 
face toWards the MRF node 154 such as Parlay/OSA. 

[0028] Each registered user may also deregister from the 
face-to-face service. It can be achieved voluntarily at any 
time by sending a deregistration message (not shoWn) to the 
service node 130. For example, the deregistration message 
may be sent from an interactive Web page provided to the 
registered user upon registration. Deregistration from the 
face-to-face service may also occur automatically folloWing 
an event in the telecommunications netWork 100. For 

example, deregistration may automatically occur if a regis 
tered user exits a prede?ned geographical area in Which the 
face-to-face service is provided. Another example of auto 
matic deregistration occurs When a registered user decides to 

turn off its user equipment, thus triggering deregistration at 
the service node 130. Yet another example of automatic 
deregistration may happen Without the use of the deregis 
tration message folloWing expiring of a timer in the service 
node 130. An exemplary use of the timer is to track that a 
registered user makes use of the face-to-face service in a 

predetermined period (eg at least once every hour). A step 
of deregistration (not shoWn) then takes place at the service 
node 130. FolloWing the step of deregistration, a deregis 
tration con?rmation message (not shoWn) may be sent to the 
neWly deregistered user to con?rm termination of the dereg 
istration process. Once again, the deregistration can be the 
result of a SIP NOTIFY message sent from a presence 
server. 

[0029] Reference is noW made to FIG. 2, Which shoWs an 
exemplary schematic representation of a nodal architecture 
of a face-to-face service implementation in a telecommuni 
cations netWork 100. The user A 110 and the user B 112 are 

presented using the face-to-face service With the use of a 
user equipment It should be readily understood that 
any kind of UE having netWorking capabilities could be 
used to access the face-to-face service such as, for example, 
a mobile phone, a Personal Digital Assistant (PDA), a 
portable computer or a ?xed computer. 

[0030] FIG. 2 also shoWs the service node 130 for pro 
viding the face-to-face service. The service node 130 con 
tains a communication module 132 capable of communicat 
ing With the users A 110 and B 112 and With other nodes of 
the telecommunications netWork 100. The communication 
module is further capable of communicating With the others 
nodes using proprietary interfaces and various telecommu 
nications standards such as, for example, Signaling System 
7 (SS7), SOAP (Christophe: de?nition please), Internet 
Protocol (IP) and CAMEL (Christophe: de?nition please). 

[0031] The service node 130 communicates With the users 
A 110 and B 112 respectively on links 120 and 122. Each 
link 120 and 122 is shoWn as one connection betWeen the 
service node 130 and each user A 110 and B 112. HoWever, 
in most implementations, the links 120 and 122 comprise 
various interconnections betWeen telecommunications 
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nodes (not shoWn) such as Base Stations (BS), Mobile 
SWitching Centers (MSC), Home Location Registers (HLR), 
etc. For example, the link 120 may be composed of a 
Wireless connection from the userA110 to a BS (not shoWn). 
The telecommunications standard used on the Wireless con 

nection is not relevant to the present invention and, there 
fore, any standard may be used therebetWeen. In the same 
example, the BS may then connect With an MSC (not 
shoWn) on a Signaling System 7 (SS7) connection (not 
shoWn). The MSC may then further connect to the service 
node 130 on an IP connection (not shoWn). It should also be 
noted that, in IPMM, the S-CSCF 152 or 150 itself is a 
privileged Way to communicate With the users A 110 and B 
112. Other nodes such as a GGSN (GateWay General Packet 
Radio Service (GPRS) Support. Node) and a SGSN (Serving 
GPRS Support Node) may also be used thereto. 

[0032] The service node 130 further comprises the pro?le 
repository 134 capable of maintaining user pro?les for each 
user of the face-to-face service. FIG. 2 shoWs the pro?le 
repository 134 inside the service node 130, but it should be 
noted that other implementations of the face-to-face service 
could make use of an outside pro?le repository (not shoWn) 
for replacing or complementing the pro?le repository 134. 

[0033] In some implementations, the service node 130 is 
hosted by a SIP Application Server (SIP AS). In such a case, 
it can be collocated With other SIP-based services and 
servers such as or a presence server. 

[0034] In FIG. 2, the pro?le repository 134 is shoWn With 
the tWo pro?les A@Ericsson 136 and B@Beta 138 respec 
tively associated With the users A 110 and B 112. The pro?le 
repository 134 is, of course, capable of maintaining a 
plurality of user pro?les simultaneously to accommodate for 
the face-to-face service requirements. Moreover, as men 
tioned earlier, a single user may have a plurality of user 
pro?les in the pro?le repository 134. In most implementa 
tions, each user pro?le is linked to a user of the face-to-face 
service With a Session Initiation Protocol (SIP) Unique 
Resource Identi?er (URI). For instance, in FIG. 1, the user 
A 100 has a SIP URI equal to SIP:A@Ericsson.com and the 
user B 112 has a SIP URI equal to SIP:B@Beta.com. The 
SIP URI is obtain by the user from a service provider from 
Which each user is able to connect to the service node 130. 
In other implementations, each user pro?le can be identi?ed 
With an email address (eg mailto:A@ericsson.com), a text 
string (eg “A at Ericsson”) or any other type of unique 
identi?er (eg 1234567890). 

[0035] Each user pro?le 136 and 138 contains at least one 
information ?eld related to the associated user, but usually 
contains a plurality of such information ?elds. Various 
categories of information ?eld may be used to classify the 
information contained in a typical user pro?le. In each 
category of information ?eld, there can be various types of 
information. Each type of information is linked to one of the 
category of information ?elds and to a source of informa 
tion. To simplify the presentation of the various arrange 
ments of categories, types of information and sources of 
information, a table containing exemplary categories of 
information ?eld With their related type of information and 
their related source of information is provided thereafter. 
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TABLE 1 

Exemplary information ?elds. 

Category Type of information Source of information 

interest TeXt information; Drop down list provided by the service; 
Reference number to a known list; Custom drop down list built by the user; 
List of related interests. TeXt entered by the user. 

location Name of a place known to the user By the user 

(e.g. office, home, pool) From a drop down list provided by the service; 
Longitude and latitude (GPS From a custom drop down list built by the user; 

coordinates); In clear teXt; 
Street name or names (eg highway By the service: 

eXit, major road, streets From its own computation; 
intersection); From other nodes (140 to 143) of the 
Civic address; telecommunications network 100. 
Known landmark of a city (e.g. park, 
building, monument, skyscraper; ball 
park; football ?eld); 
Metro station; 
Bus stop; 
Nearest base station or network 

equipment of the 
telecommunications network 100; 
List of related locations. 

network Activated services (eg call display By the user: 
capability (callerID), click to dial, From ?rst registration information; 

conferencing); From requests during service use; 
UE identi?cation or listing (if more By the telecommunications 

than one UE associated to on user network 100 (eg HLR, S-CSCF); 

pro?le); By the presence server. 
UE capabilities (e.g. Java TM 2.0, 

XML, WAP 1.1, SIP) 
Technology generation (eg 2 G, 
2.5 G, 3 G, 4 G). 

personal TeXt information; By the user: 
UE number or listing (if more than From ?rst registration information; 
one UE associated to on user From requests during service use; 

pro?le); By the service: 
Email address; From the telecommunications 
Other personal information (eg network 100 (eg HLR, S-CSCF); 
home phone number, home address, By the presence server. 
seX, age); 
A picture or physical description to 
be recognized more easily; 
A personal web page (e.g. formatted 

in HTTP, XML, etc.). 
restriction List of people who can communicate By the user: 

with me; From ?rst registration information; 
List of people who cannot can From requests during service use. 

communicate with me. 

preferences Con?dentiality information (eg By the user; 
authorization to disclose information 

to other registered user); 
Distance between matched users 

(e. g. maXimum walking distance); 
MaXimum size of messages; 

Minimum closeness of interest 

match (eg at least two common 

interests, not more than 4 common 

interests, at least one interest close to 

mine, eXact match, same type of 

interest); 
Minimum closeness of location 

match (e.g. eXact match, same area, 

less than 2 km); 
Network preferences (e.g. 

By the service: 
From the telecommunications 

network 100 (eg HLR, S-CSCF). 
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Exemplary information ?elds. 

Category Type of information Source of information 

conferencing activated, callerID 
deactivated); 
Which UE should be used. 

[0036] A typical user pro?le enables a user, via the infor 
mation ?elds, to explicitly accept or decide to have location 
information transmitted to other registered users. For 
example, a communication message 240A can be sent to the 
user A 110 requesting the permission to send the location 
information to the user B 112. It should also be noted that the 
typical user pro?le is not stored in a single memory space of 
the service node 130. Indeed, some information ?elds may 
be stored in permanent storage areas such as a hard disk 
drive while some other information ?elds may be stored in 
volatile storage areas such as Random Access Memory 

(RAM). 
[0037] Each information ?eld of a given user pro?le may 
also have a category identi?er. The category identi?er can be 
a letter or number referencing a known list of categories or 
a text string naming the category. In FIG. 1, each user pro?le 
136 and 138 lists the information in the same order thus 
avoiding the need for such category identi?er. In the 
example of FIG. 1, the user pro?les A@Ericsson 136 and 
B@Beta 138 contain four (4) information ?elds related to 
their respective users A 110 and B 112. In each user pro?le, 
the ?rst information ?eld relates to an interest, the second to 
a preference, the third to a network capability and the fourth 
to a location. Reference to the information ?elds of the user 
pro?les A@Ericsson 136 and B@Beta 138 will be made 
later on. 

[0038] The service node 130 also comprises a processing 
module 139 for providing the face-to-face service. The 
processing module 139 contains face-to-face service logic 
enabling users of the face-to-face service to meet each other. 
The face-to-face service logic will be described in the 
following paragraphs with particular reference to the pro?le 
repository 134, the users A 110 and B 112 with their 
associated user pro?les 136 and 138 and the step 230 of 
processing the user pro?les of the registered users. Again, it 
should be understood that this only represents an exemplary 
use of the face-to-face service logic, which is capable of 
answering all requirements from the face-to-face service. 

[0039] Reference is now made concurrently to FIG. 1 and 
FIG. 2 to better understand the functioning of the present 
invention. The user pro?les used during the step 230 are the 
ones pertaining to registered users (as explained earlier). The 
user pro?les are analyzed by the processing module 239 
using the face-to-face service logic. In the following 
example, both the user A 110 having the user pro?le 
A@Ericsson 136 and the user B 112 having the user pro?le 
B@Beta 138 are registered in the service node 130. The step 
230 of processing the user pro?les of the registered users is 
performed for enabling the physical face-to-face communi 
cation 199 between at least two users of the face to face 
service. This is achieved by analyzing the user pro?les of 
registered users to identify compatibility between at least 
two user pro?les. In the present context, the compatibility of 
at least two user pro?les is de?ned as a close match between 
information entered in the user pro?les. As mentioned 

earlier (in Table 1), the closeness of the match may be 
speci?ed by the user or by the face-to-face service. The 
physical face-to-face communication 199 between at least 
two users of the face to face service is enabled by providing 
information found in the compatible user pro?les to at least 
one of the users having the compatible user pro?les. 

[0040] For example, the interest information ?elds of the 
user pro?le A@Ericsson 136 and of the user pro?le B@Beta 
138 are respectively “Bananas” and “Apples”. If the close 
ness of the match is speci?ed as, for example, “exact 
match”, the two user pro?les 136 and 138 are not said to be 
compatible. On the other hand, if the closeness of the match 
is speci?ed as “same type of interest”, the two user pro?les 
136 and 138 may be compatible. Indeed, both interests relate 
to “Fruits”. In such a case, the list of related interests is used 
to determine the closeness of the match and both “Bananas” 
and “Apples” must have “Fruits” in their list of related 
interest. It is possible to imagine different levels of match 
depending on how the list of related interests is built by the 
user or the face-to-face service. In the same example, the 
compatibility of the two user pro?les 136 and 138 would not 
be the same for “round fruits” as it is for “fruits”. 

[0041] The same sort of analysis can be performed for 
other information ?elds including location. In fact, the 
location information ?elds should be analyzed during the 
step 230 of processing the user pro?les of the registered 
users. Again, the user pro?les are analyzed by the processing 
module 239 using the face-to-face service logic. The loca 
tion information contained in the information ?elds of the 
user pro?les can be obtained in various ways as speci?ed in 
Table 1. In the example of FIG. 1, the telecommunications 
networks 100 nodes 140 to 143 are able to provide the 
location information. The presence server 142 may provide 
an initial location, together with other presence information. 
A Mobile Positioning Center (MPC) 140 and a Gateway 
Mobile Location Center (GMLC) 141 can be queried by the 
presence server 142 therefore. The location information can 
also some directly from a Global Positioning System (GPS) 
enabled UE. 

[0042] Reference is now made to FIG. 3, which shows an 
exemplary schematic representation of a node architecture 
of the face-to-face service implementation in a telecommu 
nications network 100 in the context of a manhunt-type 
game. The manhunt-type game shown on FIG. 3 proposes 
to use the above-described face-to-face service to play hide 
and seek on a town scale. FIG. 3 shows a user PA 210A 
acting as a pray of the game, three users HA 220A, HB 220B 
and HC 220C acting as hunters of the pray 210A and a user 
WA 230A acting as a passive watcher of the game. The 
manhunt-type game makes use of the face-to-face service by 
adapting the content of a typical user pro?le with speci?c 
information ?elds related to the game itself. A table follows 
with more speci?c details about the speci?c information 
?elds. 
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TABLE 2 

Exemplary information ?elds related to the manhunt-type game. 

Category Type of information Source of information 

role Role the user Wishes to play(e.g. 
Watcher, hunter, pray); 
Time availability of the user (e.g. 

Drop doWn list provided by the service; 
Custom drop doWn list built by the user; 
Text entered by the user. 

available if an instance of the game 
starts Within 15 minutes (or before 
11:38 AM)); 
Active role of an instance of the 

game (e.g. hunter in game #123). 
game Refresh rate of location information 
preferences (e.g. each minute, each 5 minutes, 

variable depending on the time left 
or elapsed in an instance of the 
game, variable depending on the role 
(e.g. Watcher: alWays, pray: each 
minute, hunter: each 2 minutes)); 
Length of the instance of the game 
(eg 30 minutes, inde?nite); 
Number of pray(s), hunter(s) and 
Watcher(s) (minimum and 
maximum); 
Number of pray(s) to be discovered 
before ending an instance of the 
game (eg all prays discovered, 1 
pray discovered); 
Type of collaboration Within a given 
role (e.g. collaboration betWeen the 
prays and competition betWeen the 
hunters, competition everyWhere, 
collaboration everyWhere); 
Preferred communication means 

betWeen players (e.g. instant 
messaging, voice, video, MMS, 
SMS); 
Visibility settings (eg location of 
Watchers is given to every users of 
the instance of the game or to prays 
only, location of hunter can be given 
to each other). 

Drop doWn list provided by the service; 
Custom drop doWn list built by the user; 
Text entered by the user. 

[0043] The game uses the processing module 239 and the 
face-to-face service logic to elect a set of compatible reg 
istered users into a speci?c instance of the manhunt-type 
game. The service node 130 takes into account the games 
preferences to process the speci?c information ?elds related 
to the game. The service node 130 further needs to keep 
track of each game by, for example, assigning a unique 
number to each ongoing instance of the game (eg #123). 

[0044] The players of a given instance of the manhunt 
type game may be selected in a set of friends, or among 
people Who do not knoW each other. This preference can be 
speci?ed in the restriction category or in the game prefer 
ences category. 

[0045] An instance of the manhunt-type game starts When 
enough registered users are present for all criteria in the 
games preferences to be met. In the example of FIG. 3, the 
criteria may be that at least 3 hunters and 1 pray are 
available. In such a case, the step 230 of processing the user 
pro?les of the registered users presented on FIG. 1 include 
taking into account the games preferences entered in the user 
pro?les. The communication messages 240A and 240B 
presented on FIG. 1 further enable the instance of the 
manhunt-type game to start When the registered users reply 
thereto. 

[0046] In the example shoWn on FIG. 3, the instance of 
the game ends When a ?rst one of the hunters HA 220A, HB 
220B and HC 220C establishes a physical face-to-face 
communication With the pray PA210A or upon expiration of 
a timer specifying the length of the instance of the game (as 
mentioned in the game preferences). If more than one pray 
PA 210A is present in one particular instance of the game, 
the games preferences are used to determine the end of the 
instance of the game. 

[0047] The instance can be maintained by the processing 
module 139 of the service node 130. In such a case, the game 
preferences computation as Well as the start and the end of 
the instance of the man-hunt type game are performed by the 
processing module 139. 

[0048] During the course of a given instance of the man 
hunt-type game or upon its end, statistics about the instance 
may be sent to the users. The statistics can take the form of 
communication messages such as the communication mes 
sages 240A and 240B described With reference to FIG. 1. 

[0049] A provider of the face-to-face service may charge 
communications induced by the manhunt-type game or by 
the generic use With speci?c rates. The rates may be speci 
?ed in the same kind of statistical communication message 
240A and 240B. As such, the face-to-face service can be 
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seen as a Way for the service provider to boost communi 
cations Within the telecommunications netWork 100. 

[0050] The innovative teachings of the present invention 
have been described With particular reference to numerous 
exemplary embodiments. HoWever, it should be understood 
that this class of embodiments provides only a feW eXamples 
of the many advantageous uses of the innovative teachings 
of the invention. In general, statements made in the speci 
?cation of the present application do not necessarily limit 
any of the various claimed aspects of the present invention. 
Moreover, some statements may apply to some inventive 
features but not to others. In the draWings, like or similar 
elements are designated With identical reference numerals 
throughout the several vieWs, and the various elements 
depicted are not necessarily draWn to scale. 

What is claimed is: 
1. A method for enabling a face-to-face meeting betWeen 

users of a face-to-face service of a telecommunications 
netWork Wherein the face-to-face service has a plurality of 
users subscribed thereto, the method comprising steps of: 

registering a plurality of users of the face-to-face service, 
each of the plurality of users having an associated user 
pro?le; 

marking the associated user pro?les pertaining to the 
plurality of registered users; 

processing the marked user pro?les to identify at least tWo 
compatible user pro?les; 

enabling a physical face-to-face communication betWeen 
at least tWo users having the at least tWo compatible 
user pro?les by providing information found in the 
compatible user pro?les to at least one of the at least 
tWo users having the compatible user pro?les. 

2. The method of claim 1 Wherein the step of registering 
a plurality of users further comprises a step of providing an 
interactive Web page. 

3. The method of claim 1 Wherein each associated user 
pro?le contain at least one information ?eld about the user 
to Which the associated user pro?le pertain. 

4. The method of claim 3 Wherein the step of processing 
the marked user pro?les further comprises ?nding a match 
betWeen the at least one information ?eld of the marked user 
pro?les. 

5. The method of claim 1 Wherein the step of enabling a 
physical face-to-face communication further comprises pro 
viding an interactive Web page to the at least one user. 

6. The method of claim 1 further comprising starting an 
instance of a manhunt-type game. 

7. The method of claim 6 Wherein the step of establishing 
a physical face-to-face communication betWeen the at least 
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tWo users having the compatible user pro?les further com 
prises ending the instance of the manhunt-type game. 

8. The method of claim 1 further comprising a step of 
communicating With at least one user to Which one of the at 
least tWo compatible user pro?les pertain. 

9. The method of claim 9 Wherein the step of communi 
cating further comprises providing information not found in 
the user pro?les. 

10. A service node for providing a face-to-face service in 
a telecommunications netWork, the service node comprising: 

a pro?le repository capable of: 

maintaining user pro?les having information about 
users of the face-to-face service; and 

marking a plurality of user pro?les pertaining to reg 
istered users of the face-to-face service; 

a processing module capable of: 

processing the marked user pro?les to identify at least 
tWo compatible user pro?les; and 

a communication module capable of: 

communicating With other nodes of the telecommuni 
cations netWork; and 

communicating With the users of the face-to-face ser 
vice by providing information found in compatible 
user pro?les to at least one registered user of the 
face-to-face service so as to enable a physical face 
to-face communication betWeen compatible users. 

11. The service node of claim 10 Wherein the information 
about users of the face-to-face service is categoriZed With 
information ?elds. 

12. The service node of claim 10 Wherein processing the 
marked user pro?les further comprises ?nding a match 
betWeen the at least one information ?eld of the marked user 
pro?les. 

13. The service node of claim 10 Wherein the pro?le 
repository is further capable of maintaining user pro?les 
having information about registered users of the face-to-face 
service playing a role in an instance of a manhunt-type 
game. 

14. The service node of claim 10 Wherein the processing 
module is further capable of maintaining an instance of a 
manhunt-type game. 

15. The service node of claim 14 Wherein maintaining an 
instance of manhunt-type game further comprises starting 
and ending the instance of the manhunt-type game. 


